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Archival Note 


INTRODUCTION 


One evening in a fit of insanity brought on by the flu, cold 
medication, and insomnia I had a brilliant idea. “I should check out all of 
my old Earthdawn links and see if they still work, and maybe if there are 
new links I’ll add them to my list” I suppose that alone would have been a 
reasonable idea. But somewhere about 3 am and a bottle of Nyqil later I 
thought, very clearly I might add, “Wow I should make cards for all the 
spells that I come across.” What you have on your screen is the results of 
that fevered thought. 


The Earthdawn Spell Cards by Maskhim can be found on the 
Earthdawn Blog. They are “fill them yourself” little forms to keep track of 
spells, a really nifty idea. I used them to standardize the myriad of spells I 
came across. Ok not them specifically but I based the resulting cards on 
them. I had to try to keep the file size down. 


This book is for only one magician branch. That is because it made 
sense to me and it allowed for a fairly reasonable file size. Every spell in 
this collection is available for free on line as of the date of this release. If 
you so desired, you too could spend the hours combing the web and 
transcribing the spells in your own file. Or you can use this one. There are 
advantages to both. a" < 

¢:. a a 

Every spell has a link to the site is originates from located at the 
bottom of the card. Go to the sites of the spells you like. Tell the creators 
that you like the spells. Players that share what they produce inspire other 
players and they like to hear if they have had an impact. Hopefully, next 
year there will be more new spells and a reason to produce a new internet 
archive. 


If you have a spell and want to include it in the next archive, or you 
know of a spell on line that did not make it in to this one, feel free to let me 
know about it. 


I am not much of a translator so there are no spells from the non- 
English speaking community in this archive. Perhaps I can rectify that at a 
later date. 


All the spells are in Order of Circle and then alphabetically within 
the circle for easy browsing. Enjoy this resource. 
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See Below 


SPELL DESCRIPTION 


This spell is specifically designed only to paralyze an opponent for a short time, not to damage or otherwise endanger the 
opponent. It only works on 1 target at a time and lasts only for 1 round after the spell is cast. 
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SPELL DESCRIPTION 


Has the same effect as the original "Displace Image", except there is no set duration on the length of the spell. 
It remains until dispelled. 
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SPELL DESCRIPTION 


To use Gossiping Pen, the illusionist needs an ordinary quil pen and a piece of new parchment. When the spell is cast, the pen will 
rise up and hover for a few seconds, then begins writing in a compact, neat script. No actual ink is needed, as the marks are 
magically inscribed. The script repeats local rumors (usually ones which the caster has heard, 1 in 10 chance the caster has headr 
the tale). The pen relates one rumor for every circle the illusionist possesses. The rumors are ones that are actually told locally, either 
openly or not so openly, and their veracity is not at all guaranteed. The Gossiping Pen will not respond to detecting lies or such, as it 
is merely relating ambient bits of story, not solid facts. The rumors usually only consist of a couple of sentences, but these tell the 
main points of the story. 
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SPELL DESCRIPTION 


This spell creates the culinary illusion that the meal being eaten is very tasty indeed. The nature of the taste mimicked is up to the 
caster, so a nasty taste could be simulated, but in practice is rarely done. The texture of the food is not changed much, either, so the 
taste must be logically connected somehow. If this spell is used to mask poison, the person eating must succeed at a Perception Test 
with a difficulty number equal to the Effect Dice result of the spell, to notice the taste of the poison. The illusion may affect enough 
"food" to feed 1 creature per circle of the illusionist 
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Controls what the target tastes 


SPELL DESCRIPTION 


This spell allows the Illusionist to make something taste different than it actually does. The Illusionist may make something 
taste like any taste she has ever experienced, or anything the target has ever tasted before. If attempting to make 
something taste like something the Illusionist has never tasted before, a Good success is required on the Spellcasting roll. 
If that roll is unsuccessful, random flavors from anything the target has tasted before will be experienced. The Illusionist 
must place any substance whatsoever into his mouth and taste it, while weaving the thread. 
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Creates False Light 


SPELL DESCRIPTION 


This spell's effect seems to be completely similar to the First Circle Light spell. Using this spell, however, the Illusionist has the 
option to slightly change the surroundings illuminated by the False Light. Typical changes could be writings, marks on the wall, 
and any simple 2-dimensional image. The Illusionist must concentrate on what he wants to change (visualizing the writings on 
the paper, for example), and he can change only one 10x10 feet area at a time. These changes remain visible only while the 
False Light illuminates the area. If another source of light (torch, lantern, light quartz...) also illuminates the area, all observers 
are entitled to a free perception-based sensing test. Sunlight automatically dispels the spell. 
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Makes target's speech unintelligible to some 


SPELL DESCRIPTION 


The Illusionist whispers nonsensical phrasings while weaving the thread, such as "The fifth cow bowled red herring cavalry 
charges Throal's Mucker's guild" If the spell is successfully cast on someone, her speech is garbled so that people hear her as 
speaking similar nonsensical phrases, usually partially containing what she is actually speaking. The Illusionist may choose up 
to Rank targets to hear the target normally. The person the spell is being cast on is often one of those targets, so she doesn't 
know she's being misheard. 
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Description: This spell makes the target believe that the ground is moving starts moving under his feet, forcing him to 
react. The illusionist decides which direction the ground seems to move, and the target will react in the opposite direction, 
trying to counter the effect of the spell. But since the ground is not really moving, the target ends up being the one that 
moves. For the spell to work, the targets must see the ground with daylight. Make a spellcasting test against the targets 
spell defense. If the character is attempting to cast on more than one target, add +1 to the highest spell defense (difficulty 
number) for each additional target character. If the spellcasting is successful, the target starts moving in the direction 
opposite the ground movement determined by the spellcaster. On an Excellent success, the target will fall at the end of the 
run. 


SPELL DESCRIPTION 
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+ rank to climbing tests difficulty number 


SPELL DESCRIPTION 


Designed by a thieffillusionist adept, this spell was meant to improve her chances of escape. This spell increases the 
climbing difficulty of a surface. While casting the spell, the caster feels the smoothness of his skin on either their arm or 
cheek. Then he touches the surface he wants to affect. If the spell casting is successful, add rank to the difficulty of 
climbing the affected area of the surface. The caster decides of the shape of the area he wishes to affect by the spell. The 
affected area must follow a simple geometric shape and cover no more than rank x 10 sq. ft. Any climbing tests made 
while on the surface are also sensing tests. 
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SPELL DESCRIPTION 


Spontaneous Defenestration creates an illusion of a 3ft x 4ft window on any flat surface. If the Spellcasting Test succeeds, the 
illusionist makes an Effect Test. This is the target number for the subject to make a Willpower Test against. If the Willpower Test is 
failed the subject is seized by an irresistible compulsion to leap through the supposed window, hitting his head on the wall and taking 
Step 10 damage and being automatically stunned for one round. Non-intelligent creatures are immune to this spell, and creatures 
immune to blunt weapons, or unable to perform leaping actions, take no damage. 

Note: The surface that the spell is cast upon must be large enough for the window to actually fit. Although, it may be cast on a smaller 
surface or even an irregular plane, the target will get to make an immediate Disbelief Test. Furthermore, if the wall which holds the 
illusionary window has spikes or nails protruding from it, the GM should feel free to adjust the damage accordingly. 
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Willpower +2 


This spell was devised by Curio Magellan, a mage/merchant, who's caravan was crewed by ogres. It was designed in an attempt to keep local populations from 
being thrown into chaos at every layover. The illusionist pointedly ignores the subject with exaggerated effort as he weaves the threads for the spell. The ogres 
thought their boss was missing some pieces in the head. The illusionist then makes a Spellcasting Test against the target's Spell Defense. If the test succeeds, the 
illusionist makes an Effect Test; the result is the Difficulty Number for test made to notice anything unusual about the subject of the aura. The subject may perform 
any action, even attack, while under the Aura of Unfazeability, but, these actions may cause an immediate Sensing Test. 

A subtle field of energy clings to the subject and radiates an insidious message to all who encounter or view the affected person. This message reassures 
onlookers that there is nothing out of the ordinary about this person. Thus, the most bizarre of beings may enter crowded cities and not be subject to undue 
attention or attack. 

A side effect of this is that all reaction modifiers of the subject are nullified, the aura essentially negat any bonuses that enhance reactions. When an observer is 
questioned later about a subject under the protection of the Aura of Unfazeability, they remember the event precisely (depending on elapsed time), and may 
become puzzled at their lack of reaction! The magic of the aura tends to prevent this realization from becoming traumatic, however. 


SPELL DESCRIPTION 


http://www.reocities.com/TimesSquare/Ring/5472/magic/unfaze.html PAGE REFERENCE 


Setiabenh 5 Reged Trsdonath PABA Capone” Ongena! Earthen matera! © 1963-2000 by FASA Corporation, RedBinck Limited Used without pemnmsion Any use of Copyrighted material or trademarks in thes tte ehouks 
not be viewed as & or racers. 


EARTHDAWN >= = SPELLCARDS 


DISCIPLINE Illusionist SPELL CIRCLE ELEMENTAL AFFINITY 
SPELL NAME (#) 


Gregor's Gigantic Hammer (6) (@) 


oe Sec 
THREADS ms 
(20) purarien |&2 34+ Rank in Rounds key rear errect ©) 
2 S oreatrunine 
6 
RANGE © |= 


Touch 7@ usin @) 


wevtn 060° ae + OGRE 
trrecT O Oo 
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Gregors' gigantic Hammer is an illusion. As a material component the caster must use a piece of wood which is at least 2 feet in length (a club will do) and 
which is consumed in the casting. The caster mumbles curses and flexes his muscles (if any) as he casts the spell (just like warriors do when fighting). He 
then makes a spellcasting test against the Spell Defense of the piece of wood (usually two, may be higher in high magic areas, like Blood Wood) and if 
successful the wood changes into a gigantic warhammer (which looks veeery ferocious, with small, blue lightning bolts dancing along the edges), 
obviously this hammer is so big that it may be wielded only with two hands and requires the casters whole concentration. (which means that if he casts 
another spell, Gregors' gigantic Hammer is dispelled) 

When attacking with Gregors' gigantic Hammer the caster may use his Spellcasting talent for the melee weapons talent, since the hammer (which is 
gigantic by the way) is mainly guided by mental commands, the Effect test is used as the damage step for the hammer (although the damage is illusionary 
in nature). 

As always knockdown, avoid blow tests, etc. function as sensing tests. 

If the caster is separated from the hammer (Gives it away, disarmed) the spell ends immediately. 
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SPELL DESCRIPTION 


The Illusive Distortion spell is used to make hostile or unwanted illusions less effective. It can be directed at any illusion 
within range. The illusionist makes a Spellcasting Test manipulating the astral energies that empower the illusion. If the 
test was successful then the mage has placed a flaw within the illusion that will distort it. The distortion can be any sensory 
aspect that the illusion effects; it can be any reasonable effect that the illusionist desires. For example, it can cause an 
illusion of a stampede to become filled with static or to warp and waver; an illusory voice can become high-pitched or 
muffled. 

Any person who views this distorted illusion gets to another chance (or a first chance) to disbelieve the illusion with a +4 
step bonus to Perception. 
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-2 Steps to all tests 


The itch spell causes the target to itch fiercely in a spot of the caster’s choice. The subject will be at -2 Steps until he takes one full round to scratch 
(or more, if armour, etc., is in the way). Only one itch spell can affect a target at a time. 
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SPELL DESCRIPTION 
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Cosmetic skin change 
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SPELL DESCRIPTION 


This spell is used by the illusionist to change the color of a single being's skin (or feathers, fur, scales, or whatever -- as long as the 
target is solid) to any solid color or pattern of color that can be clearly visualized. The illusionist makes the Spellcasting Test against 
the target's Spell Defense. If the test succeeds, the illusionist visualizes the desired pattern while smearing several swatches of very 
colorful pigment on the skin in question. Extremely complex patterns, such as full-body tattoos, requires an applicable Artisan Skill 
roll. Failing the Artisan Skill roll results in an imperfect design. 

This spell is useful for cosmetic purposes as well as for reasonable camouflage and/or disguise. An elf could easily pattern his skin 
like autumn leaves so as to blend into the forest. 
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+4 Steps to resist fear 


SPELL DESCRIPTION 


Courage makes the target more resistant to fear, giving a bonus of +4 steps to any test to resist fear. 
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SPELL DESCRIPTION 


This spell allows an Illusionist to play upon the fears and doubts of a target, causing him to misjudge an action, scattering his 
thoughts and effectiveness.The Illusionist must target a specific talent or skill to affect and roll Willforce. For the duration of the 
spell, the target will have that number added to difficulty numbers for that task. For example, an Illusionist uses Doubt Attack on 
a Swordmaster's Melee Weapons and rolls a 7. The Swordmaster attacks someone with a PD 8, and actually needs a 15. The 
talent or skill affected counts as a sensing test when used. 
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SPELL DESCRIPTION 


The Illusionist points at the target while weaving the spell's final thread and concentrates on a specific face. If the Spellcasting 
Test was successful, the target will see the same face on everybody, unable to distinguish the people around him. The spell 
forces the target's attention on the identical faces, so if he wants to identify people by their clothes, voice etc., he must roll a 
Perception Test against the spell's Sensing Difficulty. These rolls also count as Sensing Tests. 
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Willforce +4 


I'm a Ghost allows a target to seemingly disappear into a wall. The Illusionist makes a spelicasting test against difficulty number of 10. If the spellcasting is successful, the spell is 
active. The target remains visible until he takes a step toward a solid object, like a walll or a tree, with outstretched arms. As soon as both of the target's palms touch the surface they 
seem to penetrate it and this continues until the whole target seems to have been engulfed by the surface. 


SPELL DESCRIPTION 


At the precise moment the palms touch the surface, the target makes an effect test against the highest spell defense amongst the people that see him disappear. The target uses his 
own willpower/wiliforce step for the test. If the test fails the target has a detection difficulty of (target's spell defense + Illusionist's spelicasting rank) with normal vision. For an average 
success on the effect test add +3 to the detection difficulty number. For each of the following success levels increase the associated type of vision’s difficulty number to the normal 
vision's difficulty number: good success - Low light vision, excellent success - Heat Sight, extraordinary - Astral Sight. If the necessary success level has not been attained then these 
types of visions have a detection difficulty number equal to the target's spell defense. 


Illusionists often use the signature spell spellcasting knack to add a little mist cloud after the target has disappeared or a slurping sound when penetrating the surface or ... 
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Reduces knockdown threshold 


SPELL DESCRIPTION 


This spell allows a target to be thrown off balance more easily. The spellcaster slowly wobbles his body for side to side while casting 
the spell, thus simulating someone on the deck of a ship at sea. Then roll a spellcasting test with a difficulty number equal to the 
target's spell defense. If the test is successful, the knockdown threshold of the target is reduced below his wound threshold by 2 + 1 
for every success level beyond average. An excellent success on the spellcasting test would reduce the knockdown threshold by 2 + 
2 = 4. This means the target may be knocked down without being inflicted a wound. Air Sailors, Sky Raiders and Boatman adepts are 
used to the feeling created by the spell. When resisting knockdown while under the effects of this spell, they may add their half-magic 
rank to their strength step. Any strength test made to resist knockdown also count as a sensing test for the spell 
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Target becomes susceptible to persuasion 


SPELL DESCRIPTION 


This spell makes the target very susceptible to persuasion through Interaction Tests. The caster must speak to the target, 
the target cannot be involved in physical conflict and must be able to understand the caster. The caster says some 
friendly/conversational words, casts the spell, and then touches the target. A successful test improves the attitude of the 
target toward the character by one degree, to a maximum of friendly. While the spell lasts, the character can make 
Interaction Tests against the target, using successful tests and success levels to persuade the target to perform desired 
actions. The target will perform any actions to which he or she agreed while under the effect of the spell. 
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See Below 


Read mind allows the caster to read the foreground thoughts and emotions of a subject for a very short period of time. The 
caster does however not gain access to the memory of the subject, therefore he or she has to make the subject think 
about the topic of which he wants to learn something. Note that the range is touch only and that the caster has to remain 
in contact with the subject for the duration of the spell, which alerts most opponents that something might be happening 
here. The spell has no somatic or material components, therefore the subject or any other character witnessing the casting 
of this spell will only notice the casting on a perception test result of 10 or higher. 


WEAVING 


SPELL DESCRIPTION 
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Bladder Buster is an illusion. When casting the spell the caster presses his legs together and trips nervously as if he was in desperate 
search for a toilet, then makes a spellcasting test against the target he wants to affect. If successful the target will immediately try to get toa 
toilet or go behind a bush, if unwilling or unable to do so, the creature has two options; first : hold the gold , which gets increasingly difficult, 
for every three rounds (minutes in non-combat situations) the character suffers a one step penalty on all actions, as soon as the penalty is 
higher than the characters willpower step he must take the second option, The force of the flow which is mildly embarrassing for the 
character. Excellent examples for the use of this spell are: How do we lure away the guards, How to embarrass Count Lohenbrink during 
the lengthy court dance, and many many more. 

The exact effects for the force of the flow are up to the GM and should be roleplayed rather than rolled up, for example troop morale may 
suffer if their great general leading them into battle has just wet his pants. 


SPELL DESCRIPTION 
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This spell allows an Illusionist to temporarily lower a target's Social Defense by "convincing" the target that any secrets 
that he has are known to the caster. If, in the opinion of the GM, the target has no secrets the spell has no effect. 

When casting the Illusionist must speak in a low voice to the target, explaining how the Illusionist knows some of the 
target's secrets. If successful the target will become nervous and as a result suffers a penalty to his Social Defense equal 
to the Illusionist’s rank in Willforce. The Illusionist may only target one individual at a time with this spell. It does not affect 
Horrors or Constructs, and can produce interesting affects in the insane. 


WEAVING 


SPELL DESCRIPTION 
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makes trendy clothes 


SPELL DESCRIPTION 


When casting this spell, the illusionist brushes lint away from her clothes, starting at her shoulders and working her way 
down. Her clothes are instantly altered to another design which is in the height of fashion in the nearest ‘city’. If the 
Spellcasting Test is successful, the illusionist makes an Effect Test against the Social Defense of any characters who view 
the new clothes. A successful test moves a character's attitude toward the illusionist one degree in the direction chosen by 
the mage. 

However, low-price, shoddy raiment may not be altered into finery, but the opposite is possible. The clothes are also 
mystically cleansed and pressed. 
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See Below 


This allows the caster to hide any object which is smaller than one foot in diameter or weighs less than four pounds (or both of 
course) his pocket. While the spell is in effect the item changes in size and material to fit in ones pocket, e.g. a broadsword may 
change into a copper coin, a coil of rope (which weighs less than 4 lbs.) might become a piece of cloth or smth. similar. 

The spell may be disbelief only when the character who wishes to disbelieve has a very good reason to do so. 

(E.g. if the city guard conducts a cavity search on your thief, after the "Grand Crown of Thera" has disappeared) 

Should the item have to test against destruction (a "hidden" vial falling on the ground) the destruction test may be used as a 
sensing test, if the item in question is destroyed the spell ends. (The vial shatters ending the spell; or (if saved) emits the sound 
of glass hitting the ground, although it looks like a pendant right now, etc.) 


THREADS 


SPELL DESCRIPTION 
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Willforce +5 


This spell transforms anything the caster is holding into a flying missile when thrown. This can be anything, ranging from 
flowers, to pieces of fruit, nuts, dices, silver coins, etc. The missiles transform while travelling towards the target into deadly 
versions of themselves. The caster needs to throw at least a handful of material towards the target for this spell to work. The 
caster rolls a Spellcasting Test to hit the target and the Effect Test is the Damage result. This spell’s damage can be reduced by 
Physical Armor. 


WEAVING 


THREADS 


SPELL DESCRIPTION 
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Light Barrier creates an area up to 20’ x 20’ x 1’, through which light may not pass, not even magical light. This spell 
blocks only vision, a person could pass through the wall easily (though they may not know that). To cast the spell, the 
caster covers his left eye with his right hand, then pulls it away sharply, spreading his fingers as wide as he can. 
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‘Mutes’ one target per rank 


WEAVING 


SPELL DESCRIPTION 


The illusionist holds his finger to his lips in a shushing gesture, then mouths the word ‘silence’. The targets become mute 
for the duration of the spell. The Illusionist can affect a number of people equal to his rank 
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Grants Low-Light Vision 


SPELL DESCRIPTION 


The Night Vision spell bestows the elf ability of low-light vision on the target. 
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+3 Social Defense 


SPELL DESCRIPTION 


The caster closes his eyes and breathes deeply as he starts to cast the spell. He feels the surrounding area and visualizes 
the complexity of the truth and deception around him. Drawing self-assurance from perceiving the clear patterns, the 
target becomes confidant and calm. He starts to see the world in a more realistic way, and becomes less influenceable in 
Interaction Tests and against all kinds of Talents, Skills and magical powers that target his Social Defense, gaining a +3 
bonus. 
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Willforce+5 


Illusory Wounds convinces the target that he suffers from a number of serious wounds, thereby reducing his ability to act. 
When cast the target feels as though his body is being torn apart as illusory wounds open across it. 

When casting the spell the Illusionist rubs his fingertips over his body. If successful the caster rolls the Effect Step against 
the target’s Spell Defense plus any Mystic Armor the character may have. An Average success gives the target 1 illusory 
wound, plus 1 illusory wound per success level (i.e., a Good success gives 2 illusory wounds and causes a —1 Step 
penalty to all actions per the Wound Effects, p.203 ED). 

Recovery Tests act as Disbelief Tests for this spell. The maximum this time will remain active for is 5 minutes after that 
the target realizes that the illusory wounds are only illusions. 


SPELL DESCRIPTION 
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Willforce +8 


The Illusionist throws colourful dust or sparkles at the targets while weaving the threads for the spell. If the Spellcasting Test is 
successful, it creates multi-colored clouds of dust in a 10 by 10 yards area that mystically harms the targets in that area, and the 
targets within the spell area must roll a Good success on any attempt to see Astrally or around them. If trying to make an action 
that requires sight, the characters have a -2 steps to those actions. Mystic Armor protects from the damage of Multi-Colored 
Dust. 
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SPELL DESCRIPTION 
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-Y2 Rank from targets missile weapons or Thrown Weapons. 
SPELL DESCRIPTION 


The Windling Illusionist Arlee, an enemy of the Wizard Armon, developed this spell. It creates several multicoloured dots 
swirling around in front of the target, obscuring his vision. The penalty is equal to 12 the casters Spellcasting rank (Round Up). If 
this spell is cast on a spellcaster, or anyone using melee weapons then subtract (4) steps from Spellcasting or melee weapons 
tests. 
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Willforce +10 


The illusionist casts the Shadow Room ritual spell by attaching threads to component items at a rate of 1 thread per hour. Once the last thread is 
woven, the illusionist makes a Spellcasting Test. If the test succeeds, the illusionist opens an imaginary door to reveal a beautifully decorated 
sitting room, which the illusionist and his guests can enter. The illusionist then makes an Effect Test and records the result. The result becomes the 
Difficulty Number to see or detect the closed entrance to the shadow room. The result also serves as the Difficulty Number for Willpower or 
Willforce Test made to enter the shadow room from astral space or the physical world without the illusionist's permission. 

The shadow room occupies a pocket of astral space up to 10 square feet per circle, furnished and appointed as the illusionist desires. Characters 
in the shadow room are free from constraints of the physical space they just left. The room is safe, clean and dry: an ideal place for characters to 
rest and recuperate. Food and drink must be provided by the characters; otherwise, there will be no way of serving guests. 

When the characters leave the room or when the spell expires, the illusionist and all his guests reappear at the same spot in the physical world 
from which they left.. 


WEAVING 


THREADS 


SPELL DESCRIPTION 
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This spell simultaneously cloaks the caster from being detected by sight, sound, or smell, while also making it far more 
difficult to detect him via magical means. If the caster makes a successful spellcasting test he may then add the result of a 
Willforce roll to the perception difficulty of anyone attempting to locate him with normal senses, or to his spell defense 
(solely) for the purpose of opposing magical divination. 
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“ao ha Changes the appearance of target's astral imprint 


Disguise Astral Imprint is an illusion created in astral space that enables the caster to change the astral appearance of the 
target. These changes can be radical, but the illusionary imprint must be about the same size as the original, so a windling 
Illusionist cannot pretend to be a dragon pretending to be a windling if viewed astrally. The spell can change the general 
appearance however, showing high-circle adept’s astral imprint looking just like as ordinary people, or a carpenter's as a 
multi-Disciplined adept, or a Horror in the carpenter's disguise. The spell doesn't work on non-living targets, and cannot trick 
thorough examination. Using any astral sensing method to examine the false imprint counts as a Sensing Test. The Illusionist 
can use blood magic to extend the duration of the spell to 1 year and a day by taking two points of permanent damage. 
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The Fiction spell is not an illusion. It allows the illusionist to infuse the surrounding area with magical energy that can alter the slipstream of time 
only minutely. To cast the Fiction spell, the illusionist needs a four-leaf clover to which he weaves the spell's threads. If the Spellcasting Test 
succeeds, the illusionist makes an Effect Test and records the results. The caster can choose to have any character whose Spell Defense is equal 
to or lower than the Effect Test result reroll one action test made during the following round. At the time of casting the illusionist specifies what the 
Fiction spell will affect: a specific Talent Test, a skill, a manuever, attribute test, etc. 

The illusionist can only have the person reroll something once, although he can affect all the rolls made that round. 


SPELL DESCRIPTION 


In all cases, except in instances where the illusionist wants to reroll a personal test, the second roll is taken. If the caster wishes to reroll one of his 
own test she picks which result she wants. 
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See Below 


SPELL DESCRIPTION 


The spell can only be cast upon a prepared alcoholic drink, not on an entire flask, bottle or keg of alcohol. The illusionist begins by weaving the 
threads during the preparation of the drink. The spell recipient is defined as one who offers the enspelled drink to another person. The recipient 
does not necessarily need to know of the drink's enchanted nature, but to benefit from the enchantment, must offer it verbally to another person, 
who is the subject of the spell. As soon as the subject accepts the drink and imbibes even a sip, the magic is triggered and the subject is instantly 
affected. The spellcaster who cast the enchantment makes a Spellcasting Test against the subject's Spell Defense. If the test is successful, the 
person affected by the spell is then subject to a specialized charm, which persuades them to willingly and enthusiastically submit to the recipient's 
romantic and/or sexual overtures. 

The charm last for 24 hours, after which time the victim is free to react normally to the recipient, and will believe that any actions made while the 
charm was in effect were made freely. The victim must be of a sexual orientation which is compatible with the spell recipient. Also, forcing the 


someone to drink the enchanted drink will negate its magic. 
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Creates a two-headed dragon illusion 


The Dancing Dragon spell enables the caster to create the complex and semi-autonomous illusionary construct of a ferocious two-headed dragon , approximately 30 ft long and 
20 ft tall (though size can be modified to either 50% larger or 50% smaller than this base), which appears to be composed entirely of inky shadows. Once the spell is cast, the 
caster no longer has to remain in the vicinity for the spell to function, as the spell harnesses the rudimentary intelligence of a spirit (summoned into the construct during the 
casting) as a sort of "control system." Note that the 25 yards under the range category refers to how far away from himself that the caster can have the beastie initially appear. 
This illusionary beast will attack with its claws and fangs. It can attack however many people the caster designates as targets, up to a number equal to the caster's spellcasting 
rank, and will continue to do so for the duration of the spell. The "creature" has attack and damage steps both equal to the caster's Willforce, and a number of attacks per round 
equal to his spellcasting rank. 

The construct may be attacked by its targets as if it possessed a physical defense rating of 10 and will, if "injured," adjust its own illusory make-up to reflect an appropriate amount 
of damage inflicted; however, it should be noted that no amount of physical damage will destroy the Dancing Dragon -- this would require either a successful Dispel Magic or 
successful disbelief rolls by every one of the Dragon's targets . A successful disbelief roll by a single target will cause the Dancing Dragon to cease to exist for that person only -- 
but watching their compatriot walk around unscathed while blathering about the absence of the Dragon gives characters a +5 step bonus to their perception checks for their own 
rolls to disbelieve. 


WEAVING 


SPELL DESCRIPTION 
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The Guardian spell conjures a stationary entity to attack the caster’s enemies. The guardian will attack everyone within 20 Yards except for the caster, and a number of designated characters up to the 
spelicaster’s rank. The guardian is not an Illusion, and has the appearance of a dragons head with arms attached, and attacks all enemies with the following statistics: 

DEX: Rank* STR: Will"* TOU: 12 PER: 8 WIL: Will"* CHA: 4 
Initiative: Rank* Physical Defence: 9 

Number Of Attacks: 3 Spell Defence: SDS 

Attack: Rank+2* Social Defence: 16 

Damage: Will"+6 Physical Armour: 12 

Number Of Spells: 1 Mystic Armour: 4 

Spelicasting: Rank” Knockdown: N/A 

Effect: Will** Recovery: 4 (2D10) 


SPELL DESCRIPTION 


“Rank =caster’s Spelicasting rank 

“Will =caster’s Willforce rank 

SD§ =caster's Spell Defence 

The Guardian casts a single target fireball at one enemy once per round using the casters Spellcasting 
to attack, and Willforce to damage. 


Death Rating: 68 Combat Movement: 0 
Wound Threshold: 14 Full Movement: 0 
Unconsciousness Rating: N/A 
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Eases Wounds 


SPELL DESCRIPTION 


This spell creates the illusion of wellness in a target's mind allowing him to act as though he was not at all wounded. The 
spell eases a number of wounds equal to the Illusionist's Spellcasting rank for 5 minutes before it must be recast. During 
this time the wounds eased by Wounds Gone do not affect the target's Step numbers as per the Wound Effects on page 
203 of the Earthdawn rulebook. The caster must touch the wounds on the target while casting Wound Gone. Successful 
attacks that cause new wounds on the target act as Disbelief tests for this spell. The target's Spell Defense may not be 
voluntarily lowered for this spell to work. 
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Obscures the target's true identity 


A spell for the petty sadist in us all, Mistaken Identity makes anyone encountered by the target believe that the target is someone other than who the target really is. The caster 
must make a successful spellcasting test against the target's spell defense. The result of that test, if successful, is applied against the spell defense of anyone the target 
encounters. If the result equals an average or good success, the target's appearance will change only slightly. Anyone who actually knows the target may notice a resemblance; 
however, the changes in the target's features are significant enough that the person encountering the target will believe that they are meeting someone who only resembles the 
target, not the target himself. An excellent success or better will produce an appearance grossly disparate to the target's actual features. This includes race, color, size, body odor, 
etc. 

There are spells less difficult to cast if one merely wants to alter one's own appearance. The true value of this spell becomes apparent when it is cast on an unwilling subject. If 
this spell's standing result can beat another person's spell defense, no amount of argument can convince that person of the target's true identity. In fact, one function of the spell is 
that the more the target argues for his true identity, the more confident the other person becomes in their misperception of the target's identity. Each person who successfully 
disbelieves this illusion and attempts to argue on behalf of the target's true identity only serves to increase this effect. The GM can reflect this function best by making those 
encountered by the target less likely to attempt (if an NPC) or even feel the need to attempt (if a player character) a disbelief roll; however, this effect in no way penalizes the 
disbelief roll itself. Combining the illusion's effects with its lengthy duration, this spell has the capacity to completely ruin someone's life. 


WEAVING 
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SPELL DESCRIPTION 
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+3 To Mystic Armor 


SPELL DESCRIPTION 


This spell enables a magician to strengthen the Mystic Armor of a target by weaving threads in to the target's Pattern. 
When casting this spell the magician pats the target down as though searching him for hidden weapons. The target of this 
spell may not lower his Spell Defense voluntarily. This spell increases the target’s Mystic Armor rating by +3 for the 
duration of the spell. 
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Like the Sixth Circle spell Illusory Wounds, False Wounds creates illusory wounds in a target. Although the wounds are only illusory, few can 
overcome the pain they cause. 

To cast this spell an Illusionist must have a Pattern Item for the target of the spell. A Minor Pattern Item is all that is required, but without a Pattern 
Item of some kind the spell will fail. Each thread takes one hour to weave during which time the Illusionist focuses on and remembers all the 
wounds he has suffered in his lifetime, both real and illusory. If cast successfully the spell will seek out the target anywhere within 100 miles of the 
Illusionist. If the target is within that area the Illusionist rolls the Effect Step, reducing the result by the target’s Mystic Armor. For each success 
level the victim suffers one illusory wounds (i.e., 1 wound on an Average success, 2 wounds on a Good success, etc). Illusory wounds caused by 
False Wounds count toward the Step Penalties for wounds (Wound Effects, page 203 ED). 

This spell is permanent until Disbelieved. Any attempts to heal the wounds and all Recovery Tests made act as Disbelief Tests for purposes of 
Disbelieving this spell. 


Permanent 


SPELL DESCRIPTION 
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Willpower 


SPELL DESCRIPTION 


When an attacker attacks, no matter what happens the attack seems to hit the target of ‘You Win’ and the damage that 
didn’t get through appears as if it actually got through. Assume the character hit, and the character (or GM) rolls damage 
as normal. The amount of damage rolled appears on the body of the target of the spell. The damage that didn’t get 
through(and wounds if any) at the end of the spells duration is then forced upon the attacker(s) who feel the pain and see 
the wounds appear as if they were dealt to themselves. The attacker(s) must be within 30 yards of the target of the spell 
for the damage to be transferred. 
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